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INSTRUCTION BOOKLET 


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE 
USING YOUR NINTENDO” HARDWARE SYSTEM, GAME CARD OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT HEALTH AND 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES. 


AWARNING - Seizures 


¢ Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, 
and this may occur while they are watching TV or playing video games, even if they have never had a 
seizure before. 

e Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition 
should consult a doctor before playing a video game. 

e Parents should watch their children play video games. Stop playing and consult a doctor if you or 
your child has any of the following symptoms: 


Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


¢ To reduce the likelinood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AWWARNING - Radio Frequency Interference 


The Nintendo DS can emit radio waves that can affect the operation of nearby electronics, including 

cardiac pacemakers. 

¢ Do not operate the Nintendo DS within 9 inches of a pacemaker while using the wireless feature. 

e If you have a pacemaker or other implanted medical device, do not use the wireless feature of the 
Nintendo DS without first consulting your doctor or the manufacturer of your medical device. 

¢ Observe and follow all regulations and rules regarding use of wireless devices in locations such as 
hospitals, airports, and on board aircraft. Operation in those locations may interfere with or cause 
malfunctions of equipment, with resulting injuries to persons or damage to property. 


AWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt. Follow these instructions to avoid 

problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

e Avoid excessive play. Parents should monitor their children for appropriate play. 

e Take a 10 to 15 minute break every hour, even if you don’t think you need it. 

e When using the stylus, you do not need to grip it tightly or press it hard against the screen. Doing so may 
cause fatigue or discomfort. 

¢ If your hands, wrists, arms or eyes become tired or sore while playing, or if you feel symptoms such as 
tingling, numbness, burning or stiffness, stop and rest for several hours before playing again. 

e If you continue to have any of the above symptoms or other discomfort during or after play, stop playing 
and see a doctor. 


AWARNING - Battery Leakage 


The Nintendo DS contains a rechargeable lithium ion battery pack. Leakage of ingredients contained within the 
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your 
Nintendo DS. 

If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash thoroughly with soap and 
water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thoroughly with 
water and see a doctor. 

To avoid battery leakage: 

¢ Do not expose battery to excessive physical shock, vibration, or liquids. 

Do not disassemble, attempt to repair or deform the battery. 

Do not dispose of battery pack in a fire. 

Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 
Do not peel or damage the battery label. 





Important Legal Information 


This Nintendo game is not designed for use with any unauthorized device. Use of any such device 

will invalidate your Nintendo product warranty. Copying of any Nintendo game is illegal and is strictly 
prohibited by domestic and international intellectual property laws. “Back-up” or “archival” copies are 
not authorized and are not necessary to protect your software. Violators will be prosecuted. 







THIS GAME CARD WILL WORK 
ONLY WITH THE NINTENDO DS™ 


The official seal is your assurance 
that this product ts licensed or 


manufactured by Nintendo. Always ec Ds 
2 





VIDEO GAME SYSTEM. 


: ° ulti-Card 
look for this seal when buying Play 
video game systems, THIS GAME ALLOWS WIRELESS MULTIPLAYER 
; GAMES WITH EACH DS SYSTEM CONTAINING 
ale alah isa Official A SEPARATE GAME CARD. 


and related 


products. 


Seal 
Nintendo does not license the sale or use of products 
without the Official Nintendo Seal. 


NEED HELP PLAYING A GAME? 


For game play assistance, we recommend using your favorite 


Internet search engine to find tips for the game you are playing. 
Some helpful words to include in the search, along with the 
game’s title, are: “walk through,” “FAQ,” “codes,” and “tips.” 





CONTENT RATED BY 
ESRB 








Nintendo DS is a trademark of Nintendo. 
© 2010,2011 ARMOR PROJECT/BIRD STUDIO/ARTEPIAZZA/SQUARE ENIX All Rights Reserved. 
© KOICHI SUGIYAMA 

















a é 
f 


j 


le ee 


“Beloved spirit of the mountain, we have been 
graced with your sacred crown. Goddess willing, 
may it bring peace and prosperity to our humble vil- 
lage for another year!” 


The mystical tale of DRAGON Quest VI unfurls 
across two enormous worlds. Your adventure begins 
when you stumble upon the “phantom realm,” a 
curious land of lore and legend that you’d previously 
only dreamed of. Not long after, on the night of 
your village's annual Fortune Festival, a beautiful 
mountain spirit reveals herself to you. “Soon, dark- 
ness will swallow the land,” she tells you, “and your 
power will be the key to restoring its light.” 


The mysteries of two worlds lie in your hands. To 
unravel them, you will embark on an epic journey of 
courage and self-discovery. What kinds of astonish- 
ing revelations await you? 


Scenario & Game Design: Yuji Horii 
Character Design: Akira Toriyama 

Music Composition: Koichi Sugiyama 
AfjDitection: Shintarou Majima 








Planning & Development: Arte Piazza Ltd. 
Game Creation & Sales: Square Enix Co., Ltd. 
Opening Theme ‘Prologue’ Performance: E 
The Tokyo Metropolitan Symphony Orchestra 4 






ge The World of Dragon Quest =a. 


This is Dragon Quest VI: Realms of Revelation... 





Controls 





Starting and Finishing 
Your Adventure 





Exploring Towns and Castles 


Using the Main Menu 
Commencing Your Quest 
Let the Battling Begin! 
Changing Vocations 

The Various Vocations ce 
Must-Have Magic 
for Adventuring 

Indispensable Items 

for Adventuring 4 
Fun and Games 
Top Tips for Travelers 
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The Hero (You) 


Your life in the mountain village of 
Weaver's Peak is calm and quiet...until you 
fall face-first into the “phantom realm” told 
of in village lore. When the spirit of the 
mountain beckons you to save the land, you 
set forth on a fantastic adventure. 


Milly 
An enigmatic woman of 
unknown origins. A 

chance encounter brings 
you both together early 
on in your adventure. 


Despite having no recol- 






lection of her past, 
Ashlynn maintains a 
blindly optimistic out- 





look that makes her a 





charming addition to 
the party. Who is she, 
and why is she so gifted 
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with magic? 
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A roaming martial artist, travel- 
ing the world on a journey to 
sharpen his skills. Though Carver 
isn't always the sharpest tool in 
the shed, his fierce loyalty and 
good-natured hijinks more than 
make up for his occasional lack 
of wits. 


» he truly seeks? 





Terry 


A lone warrior on a quest 






to find the most powerful 
sword in the world. 
Might makes right, as 
far as Terry is concerned 
—but what is it 














Nevan beds, 


A young prodigy from Ghent, 






a village renowned for its 
healing powers. Despite his 
weet youth, Nevan's strong will 













~~ and calm demeanor make him 






an asset on any journey. 












Controls 
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DRAGON QugsT VI: REALMS OF REVELATION is played almost exclusively using the Nintendo 
DS system's buttons. 
In this manual, black text indicates when buttons are used both in the field and in combat, 


while orange text indicates when buttons are used only in the field. 


L Button + R Button 





Upper Screen 


Switching Between Windows 
On screens such as the Main +Control Pad 


Menu, you can push left and 


right on the +Control Pad to > Move cursor {>} 
switch between windows when © Switch window 
you see the © arrows dis- 


played. Lower Screen (Touch Screen) 
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Note: If you close your Nintendo DS system while playing the game, x 
it will enter Sleep Mode to conserve battery power. When you open your nt 
Nintendo DS system again, it will come out of Sleep Mode automatically. ‘Se 
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The Action Button 


© Action pressing the A Button will 
© Confirm perform a range of useful 


actions, including: aac": 
* Talking to people. tig . 
* Breaking pots and barrels. 7 ' 
* Climbing down wells. 


B Button 






















; r ihe you set off on your quest, you need to create an adventure log to keep a record of your jour- 
2 ney. When you want to take a break from your quest, simply make your way to a church and confess 
everything that’s happened to you so that the priest or nun can keep your adventure log up to date. 






Make sure the power of your Nintendo DS system is OFF, 
~ then insert the DRAGON QUEST VI: Realms of Revelation 
DS Game Card firmly into the Game Card slot, so that you 
feel it click into place. 


A\WARNING - HEALTH AND SAFETY 


BEFORE PLAYING, READ THE HEALTH 
AND SAFETY PRECAUTIONS BOOKLET 
FOR IMPORTANT INFORMATION 
ABOUT YOUR HEALTH AND SAFETY. 








TO GET AN EXTRA COPY FOR YOUR REGION. GO ONLINE AT 
www .nintendo.com/healthsafety/ 






2 | Turn your DS system on, make sure you have read and 

~_ understood the information that appears on the screen that’s 
displayed (pictured on the right), and press the A Button to 
continue. 








"DRAGON QUEST VI 
Realms of Revelation | 






HRM! Select the DRAGON QUEST VI: Realms of Revelation 
panel on the DS Menu Screen and press the A Button to con- 

firm. The game will begin. 

Note: The screen on the right will only appear if you are using 

a Nintendo DS or Nintendo DS Lite system. 

Note: If you are using a Nintendo DS or Nintendo DS Lite system 

set to Auto Mode, this step will not be necessary. 






Note: Throughout this manual, screenshots from the Nintendo DS system's upper screen will have a border 
his CF, and screenshots from the lower screen will have a border like this: Lk. 
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Select CREATE A NEW ADVENTURE LOG from the 
Adventure Log Menu and decide on a name for your hero. 
You can create up to three adventure logs. 


Adventure Log Menu 











& Choosing a Name ———__ 


Enter a name for your hero that’s no more than eight charac- 
ters long. When you are happy with the name, select END to 
send your newly named hero off on his quest! 
© Controls 

+Control Pad Move between characters. 





A Button, X Button | Confirm. 


B Button, Y Button | Delete. 
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re : When you want to take a break from your quest, either visit a church to record your exploits in an 
> adventure log, or select QUICK SAVE from the Misc. Menu to create a quick-save log. 








| Yoon Confession (Save) : Bee ey | 


"4 Talk to the priest or nun in charge of a church and select 
)! | CONFESSION (SAVE). 
ie. 







+ 
%). | 2 | Choose the slot in which you'd like to record your adventure 
ie ‘ 
>a ' log. If you select a slot that already contains an adventure 
i log, that log will be overwritten. 









When you want to pick up your quest from where you left off, 
select CONTINUE YOUR ADVENTURE from the Adventure 
Log Menu and choose the adventure log you want to load. 










Select MISC. and then Bice SAVE from the menu to Coa, 27 your adventure for the time ne bet 
and save all its details to a quick-save log. You can only make one quick-save log at a time, so the 
previous one will be automatically overwritten each time you suspend your game. Be aware that there 
are certain places, including towns and villages, where it is not possible to make a quick-save log. 


& Resuming a Suspended Adventure 


Select CONTINUE A SUSPENDED ADVENTURE from the Adventure Log Menu to load a 
quick-save log and resume your quest. 


Y 
Cs Deleting an Adventure Log 


Select DELETE AN ADVENTURE LOG from the Adventure Log Menu and pick the log 


you want to erase. 








Exploring Towns and Castles 


In towns and castles you can gather information, buy weapons and armor, and make all the 
preparations necessary for the hard road ahead. Preparing yourself well here is the key to 
survival. 











An adventurer’s first rule of thumb is to seek out clues and information. Talk to people, look in 
pots, chests of drawers, and other places (by pressing the A Button), and do whatever else you can 
to find the vital clues you need to figure out what’s going on. 


& Another Point of View 


In towns, castles, towers, and other such locations, you can use the L and R Buttons to rotate the 
view and find doors, treasure chests, and other exciting things that you might otherwise have missed. 
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If you press the Y Button while in a town, village, or castle, map information will be displayed on 
the upper screen. 





@ Map Information 


The information on the map shows you all the points of inter- 
est in the current town or castle. 





Armour Shop 








Item Shop 





Village Shop 











Patty's Party Planning 
Place 





Weapon Shop 

















& Shop Information 


With the map information displayed, press the Y Button 
again to display a list of the weapons and other items on sale 
in the town or castle, along with their prices. 











There are plenty of places to visit that can be of great oe to you on your travels. Be sure to drop 
in at all of them whenever you arrive in a new town, village, or castle. 


& Churches 


The priests and nuns who work in the churches around the world can record your progress in an adven- j 
ture log, bring fallen companions back to life, and perform a whole host of other helpful services. 





CONFESSION (SAVE) | Records the details of your journey so far in an adventure log (see page 10). 


Tells you how much more experience each party member needs to reach the 
next level. 











Note: Resurrection and purification require a donation of a few gold coins. 


& Inns 


Spend money at an inn to stay the night and restore all of your 
party members’ HP and MP. 

The price of a night’s board varies depending on the location of 
the inn and the number of travelers who need accommodation. 


















@ Weapon, Armour, and Item Shops — 


These shops buy and sell a variety of goods. Select an item by 
pressing up and down on the +Control Pad. Pressing left and 


4288 

















5588 


right allows you to select how many of a particular item you’d Tn 


like to buy. 


11668 





& Banks 


You can deposit and withdraw money from the bank in denominations of one thousand gold coins. 
Unlike money that your party is carrying, which is halved when your party is wiped out by mon- 
sters, money stored in the bank always remains untouched. That's why it's best to put any spare 
gold you have in the bank's vaults for safekeeping. 


% Patty's Party Planning Place 


Oy, 
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As you accumulate new companions during your adven- 
ture, you can use Patty's Party Planning Place to switch 
members in and out of your traveling party. Select an 
option from the menu below. 


Note: Your party can contain up to eight members. Some mem- 
& 





bers cannot be removed from your party. 









LEAVE PARTY MEMBERS | Leave someone at Patty's to have a rest. 


Pick up someone who has been resting at Patty's and have | | vir 
them join the party. 










ADD PARTY MEMBERS 





Peek at Patty's party participants and see what kind of state 
they're in! 


WHO’S UP FOR A PARTY 














Using the Main Menu 








You can use the Main Menu to talk to people, check the status of your party members, and 
change your party’s battle tactics, not to mention a whole host of other useful things. 


F 


HP HP 


and current levels are displayed 








here. 





Gold (G) Carried 


#5 Main Menu Window 


This window gives you access to 
six submenus. 












Talk to the person in front of you. If you are not facing anyone, you'll start a conversation with 
someone in your party instead. 


Note: Press the B Button to initiate party talk regardless of who is around. 





—— — ln Nn 


Review and use your items here. Select individual party members or the bag to see the items each 


holds. 


Items Held 


Equipped weapons and armor 
will have an ‘E’ next to them. 


This gauge displays the select- 
ed party member’s current HP. 


Item Description 































nat 

, Use the item. You may also need to select a target. | 
TRANSFER | Give the item to another member of the party or put it in the bag. 

Dispose of the item. | 






Equip the selected party member with the selected weapon, piece of armor, or accessory. 









This command will become available to you as you progress on your quest, allowing you 
to appraise your items. Unlike the spell version of Peep, this command consumes no MP. 
















Exit the Main Menu. 
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View your party members’ attributes, the total time you've been on your quest, how much money : 
you are carrying, and a wealth of other useful information. 





& Viewing Adventurers’ Vital Statistics —— 


If you move the cursor over a party member, his or her equipment and experience points will be 
displayed on the upper screen, with attributes and current vocation shown on the lower screen. 
Press the A Button to view the mastery levels of vocations (see page 35), and, if the party member 
can use magic, press the A Button again to see a list of mastered spells and abilities. 

























Experience 


Party members gain experience 
as they defeat monsters. Once a 
certain amount of experience is 
earned, a party member’s level 
This gives a general 
indication of a party 
member’s overall devel- 





will increase. 


Mastery Level 


opment. Various attri- The number of stars increases as 


butes will increase as a party member wins battles r 
the party member’s with his or her selected vocation. 


level increases. 


Vocation and Title sal ey ase hciaks 


A party member’s title 


Attributes 





changes according to 
mastery level. 


Pe Be attributes 
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© Attributes 


HP / Max. HP 


MP / Max. MP 


Agility 


Attack 


@ Perusing the Party’s Attributes 


If you move the cursor over the wagon symbol on the 
Attributes screen, information such as how long you've been 
on your quest and how much money you're carrying will be 
displayed. Press the A Button to switch to a screen that shows 
your party members! current HP, maximum HP, current MP, 
and maximum MP, and press it again to see a screen that 
shows each member's attack, defense, and level. 





An indication of physical stamina. This decreases as damage is taken. If it 
reaches zero, the party member will expire. 











The mysterious power needed to cast spells. 












A measure of physical strength. As this attribute increases, so does the dam- 
age inflicted by physical attacks. 
















A measure of physical speed. This affects the order in which party members 
attack in battle. 





A measure of physical hardiness. As this attribute increases, the damage 
taken from attacks will decrease. 


















A measure of natural intelligence. 








A measure of a party member's stylishness. 










The sum of a party member’s strength and that of the weapon equipped. This 
attribute affects the amount of damage inflicted on enemies. 





The sum of a party member’s resilience and that of the armor equipped. This 
attribute affects the amount of damage taken when attacked. 


; ¥ 





This allows you to use spells and other abilities that you’ve 
mastered. 


7 i 


First, pick a member of the party who can use magic, and 
then select the particular spell you want to cast. 













Just remember that your party member must have the 
required amount of MP left in order to use the spell or ability. 


MP Display 


When you select a member of the party, their current MP and 
maximum MP will be displayed here. When you select a spell, 
the MP required to cast that spell and the party member’s 
current MP will be displayed instead. 


Fz 
De 


When you are facing something that can be more closely 
scrutinized, this command allows you to examine it in the 
same way that you would by pressing the action button. 
When there is nothing particular in front of you, you will 
examine the ground at your feet instead. 


© Places Worth Investigating... 


Chests of 


* paint Bookshelves 




















From this menu you can change things like the lineup of your 
party or a particular member's battle tactics. 





Use party members’ magic to fully restore the party’s HP as efficiently as pos- 


sible. 


Change the items with which party members are equipped. 













HEAL ALL 


EQUIP 


LINE-UP 
TACTICS 


ORGANIZE ITEMS 


SORT BAG 


SETTINGS 


















Change the formation of your party. The closer a member is to the party 
leader, the higher his or her chance of being targeted for attack in battle. 








Dictate your party’s battle tactics, either as a whole or for each party member 
individually. 













Put all items that party members cannot equip into the bag. You can do this 
for the entire party at once or for one member at a time. 





Sort the items in the bag. Items can be sorted by type or alphabetically. 


Adjust the background music volume, the sound effect volume, and the battle 
message speed. 











QUICK SAVE 


Make a quick-save log without having to visit a church. 








Commencing Your Quest 


Once you set foot outside town, you'll find yourself in the field with the whole wide world 
just waiting to be explored. You can make your way on foot or by using another form of 
transport like a wagon or ship. 








Use the world map on the upper screen to Pepa you as you travel through towns, castles, caves, 
and other places of interest on your long and arduous quest. As you travel around, the areas you 
traverse will be colored in on the map, and any locations of note that you visit will be marked for 
future reference with a glowing dot. If you encounter enemies while traveling through the field, a 
battle will ensue. 


& Zooming in on the Map 


Pressing the Y Button gives you an enlarged view of the world map on the upper screen. 
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You will find all manner of inter- 
esting places dotted around the 
world. If you happen across one, 
be sure to pay a quick visit. 














Caves and towers are generally infested with fearsome foes just 
waiting to jeopardize your journey! You'll have to leave your 
wagon outside of most, but not all, of these areas. 
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New forms of transport let you reach areas that 
you couldn't before and may allow you to increase 
the size of your traveling party. 


Note: There are modes of transport other than those at 
the right. 


& Soaring in the Skies - 


When you're airborne, you can fly as freely as a bird without 
the risk of pesky enemies popping up. However, you can only 
touch down in areas that are traversable on foot. 


Note: You cannot cross terrain like hills or forest on the flying carpet. 
Note: You cannot land on hills or forest. 










a wagon allows you to travel around with a maximum of 
eight party members, up to four of whom may comprise your 
battle party. You can swap members in your battle party for 
those in the wagon any time you have the wagon in tow. 


& Party Line-Up 


Your battle party members will be arranged as shown in the 
screenshot on the right. The closer a party member is to the 
top of the order, the greater his or her chances of being tar- 
geted for attack. Be sure to place members with low HP 
toward the rear of the party, behind the brawn! 


This is how the party is arranged 
when traveling in the field. 





@ Changing Equipment and Managing Items 


Party members can freely change their equipment and handle items whether they are in or out of 
the wagon. 


& In Town 


You can’t take the wagon with you into towns or castles, but 
any party members left in the wagon can still buy and sell 
things at shops, use magic, and handle items. 


& In Caves and Up Towers 


Only the four battle party members traveling outside of your 
wagon can venture inside caves and towers. 


Magic or items belonging to party members left behind won't 
be available to you. 
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& When All Battle Parry Members Are Wiped Out ——— 2 


If all the battle party members are wiped out during the 
course of combat, the others waiting in the wagon can spring 
into action and rush to their ailing comrades’ aid. 







@ Gaining Experience 


All members of the party will gain experience from battle—even those who never set foot outside 
the safety of the wagon! 








Let the Battling Begin! 


When you encounter enemies on the field, or in caves, towers, and other dangerous locales, 
combat ensues! Your task is to skillfully use the commands at your disposal to attack, cast 
spells, and do whatever else it takes to vanquish your foes. 








You can see your party members’ current status on the upper screen, while your main battle com- 
mands and your enemies will appear on the lower screen. 


Current Tactic / 





Command Details 


The tactics currently assigned to 
your party members are displayed 
here. When a command is selected, 
details about it are also displayed. 


Status Window 


Your party members’ HP, MP, and 
current levels are displayed here. 


Main Command Window 


The four main battle commands 
appear here. 





















Select one of the four subcommands to choose how the party 
member will take on the enemy. Party members whose battle 
tactics are set to anything other than FOLLOW ORDERS 

will act of their own accord, and these subcommands will not 


be displayed. 





ATTACK 


Issue this command to attack either bare-handed or using the weapon with which the party mem- 
ber is currently equipped. Depending on the weapon used, the attack may inflict damage on a sin- 
gle enemy, a group of enemies, or even all of the enemies at once. 


ITEMS 


Issue this command to use an item or change equipment. During battle, you won't be able to use 
items that are in the bag. 


MAGIC 


Issue this command to use spells and other abilities that the party member has mastered to attack 
the enemy or help out fellow party members. 


DEFEND 


Issue this command to have the party member adopt a defensive stance, reducing the amount of 
damage taken from an ensuing attack. 


Tia Fae agree a SE 
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This command allows you to dictate how your party members 
act in battle. When you want to change the whole party's tactics 
at once, select the wagon symbol. When you wish to change a 
single party member's orders, select that character's symbol. 


Note: Some party members won't allow you to tell them how to do 
battle and will act under their own authority when in combat. 








SHOW NO MERCY Defeat the enemy as quickly as possible, regardless of MP consumption. 

FIGHT WISELY Pay equal consideration to both attack and defense. Sometimes use spells 
or abilities, depending on the situation. 

WATCH MY BACK Forgo attacking entirely to concentrate on protecting the hero with heal- 
ing and support spells or abilities. 

DON’T USE MAGIC Fight without casting spells or using abilities that consume MP. 


FOCUS ON HEALING Keep a close eye on party members’ HP, and heal them early to keep them 


fighting fit. 
FOLLOW ORDERS 

























Listen to the hero’s (your) instructions, and do battle as he dictates. 











a 
This becomes available once you acquire a wagon. It allows you to swap members between the bi % 
wagon and the battle party. 





@ CHANGE ONE ek 


Swap a single battle party member with one in the wagon. 





Choose the party member you want to remove from the action, and pick the 
one who'll stand in for them. 








Ge CHANGE ALL 2 ee Po 


Swap the entire party out of battle. The new battle party will 
be lined up in the order that you pick. 














This command gives you the chance to escape from a 
battle...sometimes. A failed attempt to flee will result in the 
enemy taking free shots at you. 





- 
Gs Watch Your Status 


Some special attacks can result in a party member’s status being affected. Status abnormali- 
ties have all kinds of negative effects, including making the afflicted party member unable 
to act at all, so you should always try to clear them up as quickly as possible. 


© Examples of Status Abnormalities 


‘Sleep | Character is unable to act until they wake up. 
7 
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; When all enemies have been defeated, the battle ends and the 
party receives experience, gold, and sometimes even items. 
When a party member gains enough experience, his or her 
level will increase. 


Va 
G5 When Your Party is Wiped Out 


If everyone in your party falls in battle or is paralyzed, 
they will be wiped out and will be revived at the last place 
you recorded your exploits in an adventure log. 

The amount of gold you are carrying will be halved, but 
you won't lose any items or experience you've earned. 










© The Downside of Death 














To change vocations, speak with the priest at Alltrades 
Abbey and select the CHANGE VOCATION option. To quit 
the current vocation and return a party member to their orig- 
inal path in life, choose the DROP VOCATION option. 
Changing vocations does not affect your party members’ cur- 
rent experience levels. 





Changing Vocations 





During your adventure, you'll come across a place known as Alltrades Abbey, where you'll 
be able to change your party members’ vocations. New vocations alter your party members' 
attributes and allow them to master new spells and abilities. 














@ Choose a Vocation —- 


Select CHANGE VOCATION to display the screen on the 
right. Make your choice from the list of available vocations. 


Vocation List 







































A party member's progress in any given vocation is measured 


Martial Artist 


by their “mastery level” of said vocation. This level rises as 
° . ° Priest 
you fight strong enemies in battle, and each new level you 


reach awards you with new spells or abilities. If you complete- ne ele 
ly master certain vocations, you may unlock paths to bigger ne 
and better “advanced” vocations as well. To view the mastery 
levels of your party's vocations at any time, just check the 


Attributes Menu (see page 18). 


@& The Fruits of Your Labor 


Once you learn new spells or abilities, they remain with you always, even if you change vocations 
later. By letting your party members experience a wide variety of vocations, you'll be able to cus- 
tomize their skills to your heart's content. You could even craft a swordsman who is skilled at heal- 
ing magic. Think of the possibilities! 


[PA ASIDG ARETE BET ETERS ENTE nonemons ont NS OSS tee NESTS ESTN ISS HISDNCLEEISLAS TITAS SETS ST SONNY —— 


OS Attribute Adjustments 


Your attributes will be adjusted when you change vocations (see pages 36-41). Keep in mind 
that when you gain a level or use an attribute-enhancing item such as a seed of strength, the 
values you see affect your base attributes (prior to any vocation-related attribute adjustments). 











Example 


Ifa party member's vocation is warrior and he uses a seed of strength, the game will 
respond [PARTY MEMBERJ'S STRENGTH INCREASES BY 2! but after the attribute 
bonus is applied, the character's strength will actually increase by 3 points. 
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The Various Vocations | 





The following is a breakdown of the various vocations' attribute bonuses and penalties, 
as well as some of the spells and abilities available to each vocation. Refer to this section 


whenever you're trying to decide what vocation to tackle next. 


Note: Several advanced vocations exist as well (starting from Gladiator; see page 39). To access them, you'll 


need to first master the standard vocations listed in parentheses next to their names. 


Warrior 


Powerful fighters, gifted in the ways of combat. A high maximum 
HP makes this vocation useful in almost any battle. 


© Example Spells / Abilities 


mek Focuses the fighting spirit to strike with redoubled 
= | force on the next attack. 


d | Deals heavy damage to an enemy, but also hurts 
| the user. 


F Mastial Artist 


Agile fighters who often strike before the enemy is ready. A wide 
variety of useful combat abilities are available to martial artists. 


© Example Spells / Abilities 


| Knocks an enemy out of commission for one turn. 


Damages an entire group of enemies at once. 


Strength 
Agility 
Resilience 
Wisdom 

Style 
Maximum HP 


Maximum MP 


Strength 
Agiliry 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


+10 % 
=35 
+0 % 
— 30 % 
+0 % 
+10 % 
— 60 % 





/ Mage 


Specialists in offensive magic, mages can match elemental spells to 
enemy weaknesses and inflict major damage. 


- et Spells / Abilities 


oe 
_ | Damages a single enemy. 
| Puts a group of enemies to sleep. 


—— 
Priest 


Magic-users who can cast spells that recover HP and cure status 
effects. Having several party members with basic healing 
capabilities will help immensely in your quest. 

° Example Spells / Abilities 


Restores the HP of a single ally. 


_ | Makes a group of enemies vanish (you won't earn 
_ | any experience or gold for this). 


Dancer 


Fleet-footed support specialists who can perform a range of 
dazzling dances. One of the most agile vocations available. 


sé Example Spells / Abilities 


| Distracts and immobilizes a single enemy for one 
~ | turn. 
| Raises the performer's attack evasion for one or 
| two turns. 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 





Nimble and crafty rogues whose assorted treasure-hunting skills 
can provide a nice boost to your party's coffers. 


> pells / Abilities 


ow 
a 


Ve 
Monster Master 


Skilled beast-tamers, capable of coercing their enemies into falling 
asleep, running from battle, and more. 


e Spells / Abilities 


Exampl 
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__ | Puts one group of enemies to sleep. 
ath | Poisons one group of enemies. 


Merchant 


Savvy traders who can ensure that the party earns more gold at the 
end of every battle, in addition to offering a variety of attack and 
support abilities. 

© Example Spells / Abilities 


Allows you to appraise items and reveal what's inside treasure chests. 


tet | Gathers your strength for one turn, increasing your attack 
wgth | power for the next. 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


Strength 
Agility 
Resilience 
Wisdom 

Style 
Maximum HP 
Maximum MP 


—10 % 
+20 % 
— 30 % 
—-10% 
— 20 % 
—10 % 
—40 % 


-15% 
+0 % 
— 20 % 
+O % 
+0 % 
—20 % 
— 30 % 


=> 2% 
—40 % 
—20 % 
+20 % 
— 20 % 
+0 % 
—50 % 





 Gudahout 


Manic minstrels whose games and jokes may seem frivolous at first, 
but whose antics (especially at higher levels) can actually turn the 
entire tide of battle. 


> a = / Abilities 


| Lets you perform an action at random. Some are 
| more useful than others... 


/ __ | Summons monsters to initiate battle on the spot. 


3 
r Gladiatot (Warrior + Martial Artist) 


Melee-attack specialists with a nice balance of attribute bonuses 
and a wealth of useful offensive abilities. 


° fs Ses / Abilities 


Gust Slash = | Damages one enemy with a vorpal slash. 
Undead Undoer | Deals major damage to undead enemies. 


’ Armamentalist (Warrior + Mage) 


Versatile combatants whose mix of melee- and magic-based capabilities 
allows them to tailor their attack strategy for each foe they face. 


> Ait a / Abilities 


_| Attacks one enemy with a flaming sword. 
a = | Doubles the attack power of a single ally. 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 
Maximum MP 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


— 30 % 
— 40 % 
—20 % 
+5 % 
— 30 % 
—40 % 


+15 % 
+10 % 
+10 % 
—20 % 
+0 % 
+20 % 
—40 % 


+5 % 
-10% 
=15% 
+0 % 
+O % 
—10 % 
+10 % 





7 (Martial Artist + Priest) 


Practiced protectors who provide a selection of support abilities to 
keep your party poised in prime position. Their attribute bonuses 
makes for effective offense in a fight too. 


bd At / Abilities 


25 is Lets you step in to take a blow for a party mem- 
| ber in peril. 


| Damages all enemies with a vacuum vortex. 


/ Sage (Mage + Priest) 


Experts in all fields of magic. Their wisdom and maximum MP are 
unmatched, and they grow to learn some of the most powerful 
spells available. 

> i Spells / Abilities 


Magic | Absorbs the MP of an incoming enemy spell. 


| Protects all party members from fire- or ice-based 
| attacks. 


V7 
’ Ranger (Thief + Monster Master + Merchant) 


Outdoor experts who are one with the power of nature. Adept at 
learning useful field skills that can come in handy throughout the 
course of your adventure. 
© Example Spells /Abilities 
tol Prevents weaker enemies from challenging you to 
battle. 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


Strength 
Agility 
Resilience 
Wisdom 
Style 
Maximum HP 


Maximum MP 


—10 % 
+20 % 
— 20 % 
+10 % 
£0 % 
-10% 
— 30 % 

















’ Luminary (Dancer + Gadabout) Serength 20 % 


Able entertainers who provide a wealth of support skills and havea —Aaility — 10 % 
natural talent for style and fashion. Resilience —10 % 


© Example Spells / Abilities Wisdom tO ¢ 


Lowers the accuracy of all enemies. 
Makes the caster impervious to attack (but unable 
_ | to perform any action) for one turn. 


Va 
Hero (Requirements unknown) Serength +10 % 


Living legends destined to do great things in life. Their attribute — Agility EO & 
bonuses are numerous, and their attack magic is unmatched. Resilience +0 % 


© Example Spells / Abilities Wisdom +15 % 















Style +15 % 






Maximum HP —20 % 






Maximum MP —10 % 


















| Annuls any magical effects placed upon enemies. aye +10 % 


Maximum HP 





Attacks all enemies with lightning bolts. Maximum MP +10 % 











Must-Have Magic for Adventuring 


Some magic can be used only in the field, some only in battle, and some at any time. Be 
sure to know all your spells and abilities inside and out so you can make the most of them. 





© Attack Spells 




















Effect When to Use 


Name 
FBries | Singcsa single enemy witha smallfirebal, 
[Size ___| Singcs a group of enemies with a blazing fire. SSCS 


© Recovery Spells 
Effect When to Use 
Restores a small amount of a single ally’s HP. 










Restores all of a single ally’s HP. 

Resurrects a fallen ally with half HP restored. Anytime 
Resurrects a fallen ally to full health. 

Cures a single ally of the effects of poison. 





Effect When to Use 
Raises the defense of a single party member. 


















Reduces the defense of a single enemy. 





In Battle 





Envelops a group of enemies in illusions. 









Prevents a group of enemies from using magic. 


















© Other Spells 
Name Effect When to Use 


Zoom Returns you instantly to various previously visited locations. 
PBwae | Exit instantly from dungeons, caves, and towers. 


Holy In the 
Generates a holy aura that keeps weaker monsters away. Field 


Safe Passage | Prevents damage caused by poisonous marshland and other dangerous terrain. 
Peep Reveals the nature of the treasure in a chest. 












© Abilities 









Name Effect When to Use 


Mercurial Strikes first with a fast—but weak—attack. 
Thrust 
In Battle 
Knuckle Deals major damage to one enem 
Sandwich 7 * 


Lowers the risk of being detected by monsters. In the 


ee Scrounges through the dirt to unearth hidden gold or items. Field 


Note: These are just some of the spells and abilities you can learn. There are plenty more to be discovered. 
















Indispensable Items for Adventuring 


Some items can be bought in shops, some are found in treasure chests, and others are 
dropped by fallen foes. Whenever you come by a new weapon, accessory, or piece of armor, 
be sure to equip someone in your party with it or you won't reap the benefits! 





© Weapons 


% Copper sword | A basic sword that relies more on brute force than cutting power to inflict damage. 
An axe crafted from stone that packs a powerful punch. 
A throwing weapon that inflicts damage on all enemies at once. 


ef A weapon that harbors the power of electricity. It can also be used as a tool 
Ligheni 8 during battle. 
A thorny flail that can attack a group of enemies with one crack. 


A sword blessed with the power to smite evil. It can also be used as a tool 
Cautery sword 
during battle. 


© Armor 







# 







- 






& 







x 
















© Accessories 


& Meteorite bracer | A magical wristguard that doubles the wearer’s agility. 
& Pink pearl A precious stone that increases the wearer's style. 
@ Raging ruby A crimson gem that increases the wearer's attack power. 


@ Kichiecas be With this accessory on, something rather unusual happens when an ally 
falls in battle. 


© Other Items 


gg Medicinal herb Heals wounds, restoring a little HP. 
he Antidotal herb A powerful antidote that cures poison. 


© Special Items 


A pass used to board a certain ferry. 
A) Flying carpet A magical rug that you can ride through the air! 
A key that allows you to open certain locked doors. 


Big Book of A chronicle that records how many of each monster you've defeated, how 
. awe much experience and gold they drop, and at what level you were when you 
first defeated them. 






































Note: These are just some of the items you can find. There are plenty more to be discovered. 















Fun and Games 


It’s not all about pitting yourself against malicious monsters, you know! Sometimes you 
have to take a detour and let your hair down too. Here are some of the distractions you 
may find along the way: 





Be "OY /Amass "Massesiof M Wir 





If you can find the whereabouts of the elusive “Medal King,” you'll be able to te ae mini med- 
als with him for a host of rare weapons and other items. 





The Best-Dressed oan held at an undisclosed ee is attracting fashionistas and fad fol- 
lowers from all across the land. The higher your style attribute, the better your chances of win- 
ning, so try to equip yourself with the most fashionable fineries you can find! 


\Wpiand. nd ‘Try)Slippiny Slim 





At select locations around the world, you'll find a game called 
"Slippin' Slime." The aim is to use the stylus to smooth the ice and 
guide the slime as he moves toward the goal. Once you take the 
stylus off the screen, he'll gradually come to a stop. Try to make 
him land within the scoring circles to win! 





Slide the stylus back and forth 
between the boxes. 





Sa eae 


You'll run into a number of slimes during the course of your adventure, some of 
which may join your party. Head to Patty's Party Planning Place (see page 15) 
to add them to (or remove them from) your ranks. 





Raise your Slimes! 


Bringing slimes to battle earns them experience 
points. Eventually, their levels will go up and they'll 
become stronger. Slimes can change vocations (see 


3 page 34) just like anyone else, allowing them to fur- 
ther upgrade their abilities. 


“Battle in the Slimopolis! 


During your journey you'll come across the famed 
battle arena known as the Slimopolis, where you 
can pit one of your party's slimes against an entire 
league of ranked opponents. The higher the level 
you compete in, the more powerful the monsters 
your slime will have to face, and the more valuable 
prizes you'll win if he or she can emerge victorious! 
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Dreamsharing is a process by which players can share their 
dreams with each other by exchanging profiles known as 
dreamcards. Once you find the house known as Suite 
Dreams, you'll be able to create your own dreamcard and 
begin sharing it with other players. If you exchange dream- 
cards with a lot of people, good things may happen... 








@ Design a Dreamcard —————________—__ eS 


re , Talk to Sharon Hope, the maid at Suite Dreams, to create a dreamcard. You'll be asked to define 
ie your appearance, disposition, occupation, hobby, and speech style, and then you'll need to select a 
dreamscape (background) for your dream. You can redesign your dreamcard at any time by talk- 
ing to Sharon and selecting CHANGE DREAMCARD. 





> Serious Spoiled 
Romantic Funny 


Laid back Sensitive 


Warped Conceited 








& Dabbling with Dreamsharing —— 


Talk to Sharon Hope and select START DREAMSHARING 
to enable Tag Mode. If other players who have enabled Tag 
Mode happen to be nearby, you can swap dreamcards with 
them. Note that you can only swap dreamcards with one 
other person at a time. When you're ready to disengage from 





Tag Mode, just press the A Button. | ne 

Note: You can receive up to 24 dreamcards. After that, you'll need . 

to clear out space for new ones before you can continue Dreamsharing. To do so, talk to Sharon Hope and | A 

select DISCARD DREAMCARDS to discard unwanted dreamcards. 

Note: Once you exchange dreamcards with enough players, you can read comments on your dreamcard by e 

speaking to the dreamcard comment counter at Suite Dreams. i’ > 
Ls es 
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When you want to engage in Dreamsharing (Tag Mode), read page 50 carefully and take 
note of the following: 


fe ren nent een ennr 


The contents of your dreamcard will be seen by others when playing multiplayer games 
using Nintendo WFC. 


» To protect your privacy, do not give out personal information such as last name, phone 





| number, birth date, age, school, e-mail or home address when communicating with others. 

* Your Nintendo DS system will continue to communicate with others even when it is closed | 

and in Sleep Mode. \ ; 

t Please do not switch off your Nintendo DS system or remove the Game Card while you Bit 

| are engaged in Dreamsharing. om 

» Dreamsharing (DS Wireless Play) consumes battery power rapidly, so be careful. re 

| If the battery runs out while you are playing (including when you are in Sleep Mode), i 
you will have to restart your adventure from the last place you saved. [ 

\ , 

AS 
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)S;Wireless Communications Gos Wireless Play) 












© You will need: 


| © One (1) Nintendo DS/Nintendo DS Lite per player. 
© One (1) DRAGON Quest VI: REALMS OF REVELATION Game Card per player. 


Connection Procedure 


a Make sure the power of each DS system is turned off, then 
"| ~~ insert the Game Cards. 


Turn the power on. The DS Menu Screen will be displayed. 






rie 1 Touch the DRAGON Quest VI: REALMS OF REVELATION panel. 






See pages 48-49 for further instructions. 








Top Tips for Travelers 





BIEL 


All manner of trials and tribulations await you on your quest, but here are some handy 
hints to help you if you ever get stuck. 





It’s always frustrating when your party is wiped out or 
when your battery unexpectedly dies, forcing you to 
replay a whole chunk of the game. Be sure to save fre- 
quently to avoid losing your progress. 


When Saving Will Serve You Splendidly! 


© When you arrive at a new town or castle. 

© Before setting off to a cave or tower. 

© After acquiring an important item or when party 
members gain a level. 











During the adventure, you may encounter towns or castles with the same names as places you've been 
before. If you're directed to a certain location but nothing seems to be happening there, check if there's 
an identically named place you could visit somewhere else. 
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You never know what you may find down a well: people to 
talk to, passages to new places, and who knows what else. 
Wells can be found in towns, castles, and even out in the field 
in the middle of nowhere, so keep your eyes peeled for them. 


. subnets aaa ’ roe om 





Madame Luca Luminista, an important character who you'll 
meet during your adventure, can give you a variety of hints 
to help you along your way. If you ever find yourself at a loss 
as to what to do next, head to Madame Luca's and seek her 
sage advice. 


Enemy attacks can sometimes cause your party to be poisoned, paralyzed, or worse. Keep a close eye 
on the status window to monitor your party's condition at all times. 
If you're in a serious bind, don't be too proud to flee. A true hero knows when he or she is outmatched. 
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WARRANTY & SERVICE INFORMATION 


You may need only simple instructions to correct a problem with your product. Try our website at support.nintendo.com or call 
our Consumer Assistance Hotline at 1-800-255-3700, rather than going to your retailer. Hours of operation are 6 a.m. to 7 p.m., 
Pacific Time, Monday - Sunday (times subject to change). If the problem cannot be ‘hed with the troubleshooting information available online or over 
the telephone, you will be offered express factory service cia Nintendo. Please do not send any products to Nintendo without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. (“Nintendo”) warrants to the original purchaser that the hardware product shall be free from defects in material and 

workmanship for twelve (12) months from the date of purchase. If a defect covered by this warranty occurs during this warranty period, Nintendo 

will repair or replace the defective hardware product or component, free of charge.* The original purchaser is entitled to this warranty only if the date 

seb is registered at point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the product was purchased within the last 
months. 


GAME & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (games and accessories) shall be free from defects in material and workmanship for 
a period of three (3) months from the date of purchase. If a defect covered by this warranty occurs during this three (3) month warranty period, 
Nintendo will repair or replace the defective product, free of charge.* 


SERVICE AFTER EXPIRATION OF WARRANTY 
Please try our website at support.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for troubleshooting information and repair 
or replacement options and pricing.* 


*In some instances, it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to Nintendo. 
Please do not send any products to Nintendo without contacting us first. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT 
LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, SOFTWARE, AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL 
PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY 
OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL 
NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. 
SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 

This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province to province. 

Nintendo's address is: Nintendo of America Inc., PO. Box 957, Redmond, WA 98073-0957 U.S.A. 


This warranty is only valid in the United States and Canada. 


NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


NINTENDO CUSTOMER SERVICE 
SUPPORT.NINTENDO.COM 


or call 1-800-255-3700 
MON. - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 
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